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ABSTRAK 
Zaman tanpa wayar berkembang pesat berikutan dengan peningkatan teknologi. 
Adakalanya kita sebagai pengguna telah menghadapi beberapa kejadian yang tidak 
diingini yang boleh menggangu kita daripada kerja dan produktiviti kita. Misalnya, pad 
sentuh computer riba kita di mana ia boleh menjadi masalah akibat daripada masalah 
perkakasan atau perisian yang memaksa kita untuk meminjam sama ada komputer riba 
atau tetikus orang lain, atau membawa tetikus sandaran sendiri yang meningkatkan 
jumlah peranti yang dibawa, mempunyai tetikus tanpa wayar bersama bateri yang telah 
mati dan untuk bebas daripada kabel-kabel. Ini akan menjejaskan masa dan produktiviti 
semasa bekerja. Ideanya adalah untuk membangunkan sebuah applikasi mudah alih 
yang dipanggil applikasi MobMouse yang mampu berfungsi seperti pad sentuh dengan 
menggunakan skrin telefon pintar. Applikasi MobMouse boleh berfungsi dengan baik 
dengan kehadiran rangkaian tanpa wayar seperti WiFi, sebuah PC untuk berkomunikasi 
dengan telefon pintar yang bersambung dalam rangkaian yang sama, sebuah telefon 
pintar Android yang telah dipasang dengan Android OS versi 4.0 “Ice Cream Sandwich” 
dan keatas serta satu port UDP khas yang telah dibuka bagi membolehkan komunikasi 
antara PC dan telefon pintar. Metodologi yang digunakan ialah “Rapid Application 
Development (RAD)” yang mengambil kesempatan terhadap prototaip dan penggunaan 
semula kod yang menyebabkan pengurangan masa diperlukan untuk membangunkan 
projek ini. Keputusan yang dijangkakan daripada applikasi MobMouse akan dicatatkan. 
Akhir sekali, antara sebab untuk membangunkan applikasi MobMouse adalah untuk 
mengatasi masalah pad sentuh komputer riba yang rosak, untuk mengatasi masalah 
tetikus tanpa wayar yang kehabisan bateri, untuk mengelakkan pengurusan kabel dan 
untuk mengurangkan bilangan peranti yang dibawa dan untuk menentukan sama ada 
applikasi MobMouse selari dengan objektif dan keperluan yang ditetapkan, untuk 
senaraikan kekangan dan batasan yang dijumpai semasa pembangunan applikasi 
MobMouse dan untuk mencadangkan sebarang peningkatan yang boleh memberi 
manfaat kepada aplikasi MobMouse pada versi masa hadapan. 
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ABSTRACT 
The age of wireless is growing rapidly along with the growing technologies. 
There are times where we as the users that have faced some unwanted incident that 
could interrupt us from our work and productivity. For instance, our laptop touchpad 
where it can become malfunction due to hardware or software issues which forced us to 
either borrow other people’s laptop or mouse, or bring own backup mouse that increase 
the number of devices carried, having a wireless mouse with dead battery and to be free 
from cables. This will affect our time and productivity when working.  The idea is to 
develop a mobile application called MobMouse Application which functions as a 
touchpad by using smartphone’s screen. The MobMouse Application can work well 
with the present of a wireless network such as WiFi, a PC to communicate with the 
smartphone that are connected in the same network, an Android smartphone with 
Android OS version 4.0 Ice Cream Sandwich and above installed and a dedicated UDP 
port opened on the PC to allow communication between the PC and the smartphone. 
The methodology used is Rapid Application Development (RAD) that takes advantages 
of prototyping and code reuse which reduce the development time of the project. The 
expected results from the MobMouse Application are noted. Lastly, the reason for 
developing MobMouse application is to overcome the issue of having a malfunction 
laptop’s touchpad, to overcome a dead battery wireless mouse, to avoid cable 
management and to reduce the amount of device carried and to determine whether the 
MobMouse application aligns with the objectives and requirements, to list down the 
limitations or constraints discovered during MobMouse application’s development and 
to suggest any future improvement which can benefit the MobMouse application in 
future versions. 
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CHAPTER 1 
 
 
INTRODUCTION 
1.1 Introduction 
Nowadays, technology has become a cohesive part in people’s lives. It has and still 
continues to affect many fields of daily life and has permitted better social communication, 
luxury of transportation, the capability to treat in entertainment and media as well as 
helping in the progress of medication field. The formation of many devices such as mobile 
phones and computers have initiated many people to depends on technology to be in touch 
with their friends and to keep information such as pictures, movies, documents, and music.  
By 2018, the amount of smartphone users throughout the globe is estimated 
approximately 2.53% of the whole people in the world. In billion terms, the amount of 
smartphone user is 2.5 billion globally and roughly 80 percent of them are Android users 
while the rest are iOS and Windows Phone. With that amount of smartphone users in 
current years, it is expected to increase in the upcoming years. These numbers are collected 
from Statista website. (Statista, 2016). 
WiFi is a technology which uses radio waves for providing network connectivity. 
WiFi connection is established using a wireless adapter to create hotspots which are known 
as areas in the vicinity of wireless router coverage that are connected to the network and 
allow users to access internet services. With WiFi, it is able to provide wireless connection 
to the users’ devices which in this case the smartphone by emitting frequencies between 
2.4GHz – 5GHz, based on the amount of data on the network. Wireless technology has 
widely spread lately and can get users connected almost anywhere; at home, at work, in 
libraries, schools, airports, hotels and even in restaurants. 
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Wireless networking is known as WiFi or 802.11 networking as it covers the IEEE 
802.11 technologies. The major advantage of WiFi is that it is compatible with almost 
every operating system, game device, and advanced printer. 
1.2 Problem Statement 
Nowadays, the amount of smartphone users is a lot across the globe and this piece 
of technology has become a necessity in human’s daily lives. Unfortunately, not many 
users are able to fully utilize their smartphone’s potential to its peak performance given the 
fact that the smartphones bought comes with better hardware components built-in and have 
significantly better performance throughout the years of manufacturing. 
In some scenario, first and foremost there are several types of users which some 
who do not like the hassle of bringing or carrying multiple devices anywhere such as 
mouse in this case and some who carries mouse for backup purposes if any issue occurs. 
For instance, people who use laptop may have a malfunction touchpad and need to bring 
their mouse anywhere they go just to do their works and activities on their laptop. This 
causes the user to carry more devices, takes up space in their backpack and increases 
weight to carry their workstation everywhere. There is also a situation where user may 
experience where their wireless mouse died due to dead battery in the middle of work 
causing the user to get a replacement battery to swap with the old one. On a similar case, 
user that uses wireless mouse also want to be free from cables which make wireless mouse 
so portable, travel friendly and requires no cable management. 
To address this issue, this work proposed a mobile application that provides or 
enables the smartphone to act and function as a physical mouse by using the smartphone’s 
screen as the touchpad to operate and move the mouse cursor across the monitor’s screen. 
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1.3 Goals & Objectives 
1. To develop a MobMouse application functioning as a touchpad using the 
smartphone’s touch-screen display. 
2. To evaluate the functionality of the proposed system. 
1.4 Scope 
For this project which is the MobMouse application, there are some requirements 
that are needed to complete this project. The hardware and client needed are listed below as 
follows: 
1. An Android smartphone is required to run the MobMouse application. 
2. Any users that own an Android smartphone can be the client for this project. 
3. A wireless connection is required to establish connectivity between the 
smartphone and a PC. 
4. The limitation of the wireless range between the smartphone and the PC is 
approximately 3m. 
5. Compatible with Android version 4.0 (Ice Cream Sandwich) and above. 
6. Both the smartphone and the PC must be connected to the same network to 
run the MobMouse application. 
7. A UDP port must be opened on the PC to allow connection between the PC 
and the smartphone. 
1.5 Thesis Outline 
In this chapter, the Introduction subchapter explained regarding of the PSM Project. 
Next, the Problem Statement which took account in some scenarios or real life issues faced 
by users. Following that, the Goals & Objectives of this project were outlined as to what is 
the push factor in developing the mobile application based on the issues mentioned in the 
Problem Statement. Lastly, the Scope of this project which discussed on the project and 
user’s boundaries. 
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